WARNING: READ BEFORE USING YOUR PLAYSTATION® GAME CONSOLE. 
A very small percentage of individuals may experience epileptic seizures when exposed to certain light 
patterns or flashing lights. Exposure to certain patterns or backgrounds on a television screen or while 
playing video games, including games played on the PlayStation game console, may induce an epileptic 
seizure in these individuals. Certain conditions may induce previously undetected epileptic symptoms 
even in persons who have no history of prior seizures or epilepsy. If you, or anyone in your family, has 
an epileptic condition, consult your physician prior to playing. If you experience any of the following 
symptoms while playing a video game - dizziness. altered vision, eye or muscle twitches, loss of 
awareness, disorientation, any involuntary movement, or convulsions - IMMEDIATELY discontinue use 
and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 
Do not connect your PlayStation game console to a projection TV without first consulting the user 
manual for your projection TV, unless it is of the LCD type. Otherwise, it may permanently damage your 
TV screen. 


HANDLING YOUR PLAYSTATION DISC: 
• This compact disc is intended for use only with the PlayStation game console. 
• Do not bend it, crush it or submerge it in liquids 
• Do not leave it in direct sunlight or near a radiator or other source of heat. 
• Be sure to take an occasional rest break during extended play. 
• Keep this compact disc clean. Always hold the disc by the edges and keep it in its protective case 
when not in use. Clean the disc with a lint-free, soft, dry cloth, wiping in straight lines from center to 
outer edge. Never use solvents or abrasive cleaners. 
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This is a war strategy simulation game in a dynamic world where all your units including 


your enemies fight and grow continuously. Enjoy the story development while creating y,)ur 
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Getting Started 
~ 


Set up your PlayStation® game console according 10 the instructions in its Instruction Manual. Make sure the 
power is off before inserting or removing a compact disc. Insert the Brigandine disc and close the disc cover. Insert 
the game controllers and a Memory Card into the Memory card Slot on the PlayStation game console. Turn on the 
system and the opening movie will start. Pressing the Start Buuon will allow you 10 go 10 the tille Screen. 
\Varning ... The game c:111 be played without a Memory Card but can't be saved. without ii. 


Top View 


Front View 


COlmlOU..EllPOflTt 
COlmlOUEIIPOAT2 


• SlARl 
lo start a new game 


• CONllNIE . 


To continue a game from saved data 
•SOUND 


To switch bctw..:-cn Stcrco and J\i\ono 
n 
___ S_a_v_e_a_n_d_C_o_n_t_in_u_e __ n 


You can display 1h-.:> System Command dth.::r on th,? Battle I\ \np or th.:: Contin,...nt Map ( Strat,:,gy Map ). h t::ik~ 
3 blocks 10 save I lilc of this game on a i\kmory Canl and up to 3 files can~ sav.:-d on on,:, Memory Card. 
• CONTINUE 
You can start the game lrom wh.?re the ~amc was sav..-.J. 


• SAVE/CONTINUE SCREEN 


1 Yl?ar/Month 
2 Shows if the data is of "'1\bpn(Str:11~.'Contin,:-n1 J\ \ap) or .. lk111l.:-"(B311J,:- M:i.p). 
3 Shows th.: phas.:- oi the saved data: .. l\\ap·· ... .:-irhcr '"Organi:,:-" or .. Att3ck". "B:ml.:: ........ 'Nam.: ot th.: Battl.:- 
iidd .. 3nd either .. Attack .. or '"lxfend .. phase 


4 N3m,:- of country 
S Number of b3s.:-s 
6 Tota1Mana 


f How to use the controller - 
Strategy Map r 
~->-----------------------------'""'(.._.• 
-·- Na,~ 
A 
a 
-·- 
• lo-thccursorfl'\">fflOOtb:isc-ioatlOlhcr. 
• loscrollthcp.11,'e011 anyS.dc:1;1;.-.n<:.c,rttn. 


Directiro .. 1 ·- 
Tol"IIOVl.' lkC'U!";('I(. 


S.IKt....._ 


••• • 


SONY 


~ 
•• 
.sa..ECT 
&TART 


lo Ji~r,liy \l'Sl I.AA COl\:\MANO.( l-XECUTI-. \A.Vt ctc) 
-- 
• 10 rcsc1 ,k qam(' when pfl.".':'\o..-J w,1h \ ITFC, BlfffON. 
• Tc,p;:a11scan.dunp;:a11s., rh.- s:,me 


• 
• • 
• 


- 
8.aon Noi ust'\l. 
-- 
• To move the cursor fn..'fll or'K' baS<: ro aOO(hcr. 
•Tc,:scroll1he~<'on,my~lceti0nScrttn. 
··- 
l oc:111cd. ·- 
l,.:,Jlspfay111hma1ionoothcpbyi:r'scoun1ry . 
··- 
•lorooifirmtk......J.:,r. 
• loscl«tr~N-R". 
• lo J;~rby BA \F. COMMAND anJ 8:tS<' inform 31100. 
··- 
• lox-ccl...T.11c1hecursorwnhl).rtttlon31Runooswh,lc 


~in1;th1sB111t<.'>II. 


• lo ~kct '"'-'ol"l.' 1han ooc In die P:111y ~ 
\Vil\Jow. 


l 1 How to use the controller 
Battle Map r 
....... ~~~~~~~~~~~~~~~~~~~~~~~~~~~~"("- 


· U~lhis101110YC"thc:c-ars«!l'lthc-11n11wlncb 
h:isn"tm:i&.::arnovc. 
I 
• 
Us.: this tp scl"(lll the !llS.~ on xkl:tK'n wll'dows. 


Dlnctioul ·- 
Usoi1h.-s,c.k)rn()V('thccur;.;,r 


S.lectBuaoa 
Use this IO di~r,by ,he )yst~m Comm:md Scrc,.."'11. 


Stlr1Bult!MI 
• U!U! this TO ~use ,nJ unr:iu~ thc i:iam~. 
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SONY 


~ 
•• 


• IJscrht~ to= ,hcs,mcwhcn rf"('Ss..--d tc-.ic:1~wuh1h..~)f l.FCT!ltrnON. 
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• 


-- 
u~rhiswchanqc!hevkwolthe&uk-fvbr. 
-·- 
• Uscth1st.:.mov.::thecu~I01hcu1111wtikh"21-n·1111ade1-. 
• Us.:1h,s10:scroll1h<:p;lllconScl...."CTionwindows. 


eaua- 
t /~ th!$ !O c::,ncd, 'lffi.'Clion. 
··- 
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·- 
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n __ 
Pr_olo_gu_e -E 


1-orsena. 


II' s a land guided by the Knights of 1he Rune. 
In 1he center of 1he conlinent of forsena is the 


Almekia Kingdom. which used to be a greal kingdom with a strong influencing power as 


the leader of the 6 countries on the continent. 


In 1he year 214 of the Sacred h:ing (' alcndar. Almekia \Von a victory in the haule against 
the country of 1 'orgard. which lasted for a long time. It seems that Almekia was ahout to 


regain its power and return peace lo the continent. However ..... 
In the month 2 of year 215, Commander Zemeckis of Almekia raised the coup d'eiat. h:ing 


lienguisl was killed and the Almekia Kingdom fell in one day. 


:emeckis. obsessed with the ambition of conquering the world, declares the new l:sgares 
fmpire, becomes the Emperor, and starts the invasion inlo surrounding counlrics. 
It is a beginning of a new era of disorder and chaos. The soldiers ,ire lea to the battle field 


where rheir fate awairs. 
,.,-.. 


~-A_b_ou_t F_o_rs_en_a -ID 


.l;fo~i.m i 
, (!!.Ontinent that cr.011sists of 6 co11nt ies. I i a 


magical continent where a mysterious power c 
"Mana" emanates from the ground. 


Since ancient times, people have used "Mana" to s 


monsters from 


another world and used them in the battles. 


owever, not ev-eryone has the ability to control the 
monsters. Only those born with a special ability , alled. 


"Ru ne Pow:er" can control monsters, and they are alled 


"Rune Knights". 


You.are to become the lord of one country, accom , anied 
by some of the Rune Knights. ft is up to you to sa e. the 


{tOntinent of Forsena and return peace to this once P,eaceful 


____ ,..._=~land..- 
--=-__,,.......-..: 
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~~-H_o_w __ 
to_p_la_y_th_e_g_am __ 
e~n 


The goal of Brigandine is to occupy the enemies' bases by winning the battles with 
them, expand your territory, and finally unite the continent under your rule. Time 
limit is 15 years- Before the month z of the Sacred King Calendar, Year 230. 


1) First, select the lord and 


then the difficulty level. 


4)"A TTACK PHASE" ... The 
"ATTACK" Command is used 
to designate the base which you 
want to attack. When you select 
the "EXECUTE" Command, all 
groups will start the attack at the 
same time. 


2) Decide which country you are 
going to attack first. Information 
on your army and the other 
armies on the Strategy Map 
may help you decide. 
14 


3) "ORGANIZE PHASE" ... Create your 


party with "SUMMON" and the 
"ORGANIZE" Command. The 
""MOVE" Command is used to 
designate the base where you want to 
move a certain party. Use the 
"EXECUTE" Command to activate the 
selections you made. 


fi __ 
H_o_w_to_p_l_ay_th_e_g_a_m_e __ n 


5)When your party confronts the enemy, 


you will go into the Battle Map. ( More 
than one battle may occur in different 
bases depending on the situation.) If the 
battle is Computer vs Computer, the 
screen will display the information as seen 
on the picture on the right. 


6) If you win the battle. 


you can occupy that 
base or if the base is 
yours, you have 
defended it. 


• The information about the enemy country which you can see 
on the "MAP"(Strategy Map) is of the status after the 
previous phase. As the player makes changes in the strategy 
(reorganize. move. etc .. ). the enemy is making changes as 
well. Therefore, the status of an enemy country may be 
different before and after the "EXECUTE" command. 


• The game is over when the player loses all of his bases. 
• The game can be cleared even with the allied country 
remaining undefeated. 


You have cleared the 
game when you defeat 
all the enemy countries! 
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fi_A_ b_ou_t_th_e_S_t_ra_te_gy_ M_a_p_E 


After the opening event of the country you've selected, you will come to the Strategy Map as shown below. 


Military base of 3 country such as a castle or a fortress. where 
"MANA .. is needed 10 summon the monsters emanates from the 
ground. The color of the nag on 1he base indicates the country to 
which it belongs to. The flag is fluttering if there is a Rune 
Knight in 1h:11 base. 


2 Name of 1hc b.,sc 
3 Feather- cursor 
4 Year and Month 


Shows the month and year of Sacred King's Calender ( , Turn 
on the Strategy Map is 1 month.) 


s Ro.,d 


Shows 1he accessibility between bases. You are not able 10 move 
to or attack the base 10 which there is no road from your base. 


I6 


6 Hase Command 
7 lhse Information \Vindow 


A. Name of the base 
8. Country 
C. Number of Rune Knights in the base 
D. Number of monsters in the base 
E. Mon1hly M.1na Income in the: base 


fi __ 
B_as_i_c _c_o_n_tr_ol_o_n_t_h_e _S_tr_at_e_gy __ M_a_P __ ID 


.------,,------, Place the cursor on the 
base and press the O 
BUTIO N to display 
the "Base Commands''. 
Press the Sl:LECT 
BUT! O N anywhere 
on the map to display 
the "System 
Commands''. 


r===:=-:i:-:-':mlP'"""'""'r:--:::11 Make changes to your 


party using 
SUMMO N, 
O RGANI:'.E (O RDER. 
CLAS ) Command. 
Designate the 
destination of a party 
with the MOVE 
Command. Activate or 
confirm the changes 
with the EXECUTE 
Command. 


2. Collect information 


4. Anack Phase 


l7 


Press the @ BUT! O N 
to display an information 
window on the player's 
country. Collect 
information on your 
bases and enemies' 
bases, Allocation of 
party, etc. 


hoose a target for 


attack with the 
ATIACK Command 
and use the EXI:. UTE 
ommand to carry it 
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2 Name of 1hc b.,sc 
3 Feather- cursor 
4 Year and Month 


Shows the month and year of Sacred King's Calender ( , Turn 
on the Strategy Map is 1 month.) 


s Ro.,d 


Shows 1he accessibility between bases. You are not able 10 move 
to or attack the base 10 which there is no road from your base. 


I6 


6 Hase Command 
7 lhse Information \Vindow 


A. Name of the base 
8. Country 
C. Number of Rune Knights in the base 
D. Number of monsters in the base 
E. Mon1hly M.1na Income in the: base 


fi __ 
B_as_i_c _c_o_n_tr_ol_o_n_t_h_e _S_tr_at_e_gy __ M_a_P __ ID 


.------,,------, Place the cursor on the 
base and press the O 
BUTIO N to display 
the "Base Commands''. 
Press the Sl:LECT 
BUT! O N anywhere 
on the map to display 
the "System 
Commands''. 


r===:=-:i:-:-':mlP'"""'""'r:--:::11 Make changes to your 


party using 
SUMMO N, 
O RGANI:'.E (O RDER. 
CLAS ) Command. 
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2. Collect information 


4. Anack Phase 


l7 


Press the @ BUT! O N 
to display an information 
window on the player's 
country. Collect 
information on your 
bases and enemies' 
bases, Allocation of 
party, etc. 


hoose a target for 


attack with the 
ATIACK Command 
and use the EXI:. UTE 
ommand to carry it 


Rune Power 


Rune Area 


Rune Power and Rune Area ,~ 


...._ 


The power to control and tame the essentially atrocious monsters. 
The bigger the number is, the more and stronger monsters a 
character can have in the party. Rune Power increases as the level of 
the Rune Knight goes up. 


The range where the character can control the monsters. Monsters will still follow orders even when they 
are outside of that range, however, their attack power, defense power, power of magic and resistance to 
magic will all decrease. 


Rune Cost 


The amount of Rune Power needed to summon a certain monster is 
called Rune Cost. When organizing a party. the total Rune Cost can't 
exceed the Rune Power of the leader of the party-Rune Knight. A 
Rune Knight wilh higher Rune Power can have more and stronger 
Units in the party. Therefore. it is possible for a weak knight to have 
a strong party as a whole. (Rune Cost is different for each monster 
class.) 


The Rune Area is displayed in the nashing blue hexes. Be careful not to have your monster move beyond 
this range. 
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~ How to use the Commands on the Strategy Map (Basics I) ~ 


"--' 
...... 


The following is an explanation of how lo use the Commands on the Strategy Map. 


asic Commands ( Essential Commands to proceed with the game ) 
I BASE COMMAND I 


SUMMON I ORGANIZE PHASE I 


.I 
•-... •c..... 


The player can summon monsters by selecting the !SUMJ\t\O N! 
Command in the base where there is a Rune Knight. Select the 
Monsters you want 10 summon firs! and then decide how many. You 
will use your Mana 10 summon the monsters. The amount of Mana 
you need depends on the kind of monster. Also. each base has different 
monsters you can summon. 
• The monsters you have summoned are in your stock. Do no! forge! 


10 order them 10 join your party. Your stock can be viewed either on 
the Status Screen or O rder creen by scrolling the screen 10 the left. 


• The SUMMO N Command can't be used where there arc no 


knights. 


• The maximum number of monsters a country can have is 140. 


s·rATUS I ORGANIZE/ATTACK PHASE I 


You can get detailed information on each unit wilh this command. This 
consists of 4 screens; Status of the Base, Status of each unit ( Place the 
cursor on the unit you want to get information of). List of actions, 
Profile. The Profile is only for 1he Rune Knights. 
*More detailed explanation on P.26. 
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r 
How to use the Commands on the Strategy Map (Basics II) L 


You can switch the units between parties or between party and stock 
by first selecting "ORGANI::'.E" and then "ORDER", where there is a 
knight. Keep in mind which enemy you will be fighting with and in 
what topographic area. 
• The Total of Rune Cost of the monsters in a party cannot exceed the 
Rune Power of the knight of that party. 


• The maximum number of the units allowed in a party is 6. 


ORGANIZE - CLASS (ORGANIZE PHASE J 


Most of the units can grow and change to a higher class unit. Class 
change is possible for every 10th level achieved. I low much higher a 
unit can change its class depends on the kind of class itself. When you 
select the unit of which you can change class, the list of available 
classes will be displayed. Select one with the ability information in the 
upper window as a criteria. The stars after the Class name indicate the 
level of Class. The more stars there are, the higher the level is. Rune 
Knights can change its class 10 different kinds of classes of the same 
level as long as the requirements are met. 
*After changing the class, the item which can't be equipped on that 
class will be unequipped automatically. 
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~ How to use the Commands on the Strategy Map (Basics III) L 


AHACK (AHACK PHASE! 


This Command is used to designate the base where you want to move 
a party. You can select any base within your country. More than one 
party can be selected at one time by using the @ BU-nON before 
confirming with the O BUlTON. You can make changes to your 
selection as many times as you want to before selecting the 
"EXECUTE" Command. 
*Monsters don't move unless they are in a party. 


This Command is used to select the base which you want to allack. You will select the party first and then 
designate the base to allack. You can only allack the bases which belong 10 the countries which border 
with your country. more than one party can be selected at a time by using the @ BUHON before 
confirming with the O BUTION. You can make changes to your selection as many times as you want to 
before selecting "EXECUTI:" Command. 
• Up to 3 parties can participate in one a11ack. 


+ A party which has moved from one base 10 another can't a11ack in the same month. I lowevcr, if the 


enemy comes to allack, that party can fight in defense. 


WAIT I ORGANIZE/ AHACK PHASE I 
This Command is used to give an order to wait to those parties you have selected to move or a11aclc 
I SYSTEM COMMAND I 


EXECUTE I ORGANIZFJ A HACK PHASE I 
After finishing with all the commands in the ORGANIZE Pl IASI: or the MOVE/A HACK Pl JASE. 
select the 11:XECUTEI Command. All of the units of your army and the enemy's army act all at once. 


SAVE I ORGANIZE/AHACK PHASE I 
To save the current game status. 
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~ How to use the Commands on Strategy Map (Application Tl l 


Command Application ( Once you learn how to use this application, the game will be a lot easier to play.) 
I BASE COMMAND I 


ORGANIZE--EQUIP ( ORGANIZE PHASE I 
This command is used to equip a Rune Knight with items. First choose 
the unit and select the item from the list. There is an ""I:." to the right 
of the item being equipped. 


~~l'i!!!;!!g • O ne unit can only be equipped with one item at a time. 


• Monsters can' t be equipped with items. 


ORGANIZE - - ITEM I ORGANIZE PHASE I 
To use the item, first select the unit and then select the item. 


ORGANIZE -- DELETE (ORGANIZE PHASE l 
Delete the monsters you don't need any more. This comes handy when you have too many monsters and 
not enough Mana. 


ORGANIZE - - NAME (ORGANIZE PHASE). 
You can change the names of the monsters. 


QUEST (ORGANIZE PHASE) 
You can send a Rune Knight on a journey. The Rune Knight may bring back an item or a strong supporter 
if you're lucky. However, you should keep in mind that the knight can't participate in a battle until after 
he/she comes back from the quest. The lord can't go on a quest. 
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11 How to use the Commands on Strategy Map (Application II) ~ 


......... 
._ 


I SYSTEM COMMAND I 


LOCATION I ORGANIZE I A TIA CK PHASE I 


This displays the table of all the parties in your countries, the order 
given to each one and the destination. When you select the party and 
press the O Button, the cursor moves to the base where the party is. 


DOMAIN (ORGANIZE I A TI ACK PHASE I 


This displays the map which shows the domain of each country and 
the total number of bases. 


~ How to use the Commands on Strategy Map (Application Tl l 
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11 How to use the Commands on Strategy Map (Application II) ~ 


......... 
._ 


I SYSTEM COMMAND I 


LOCATION I ORGANIZE I A TIA CK PHASE I 


This displays the table of all the parties in your countries, the order 
given to each one and the destination. When you select the party and 
press the O Button, the cursor moves to the base where the party is. 


DOMAIN (ORGANIZE I A TI ACK PHASE I 


This displays the map which shows the domain of each country and 
the total number of bases. 


~ How to use the Commands on Strategy Map (Application III) L 


OPTION !ORGANIZE/ ATIACK PHASE I 


To set the playing environment. 


• CURSOR ACCEL: Speed of the cursor moved by the 


Direction Pad while pressing the@ 
Bu11on. 


• AUTO CURSOR : On the Baule Map. the cursor moves 


automatically to the concerned unit. 
• COM VS COM 
: To choose whether to see or not 10 sec 


the baulcs between the computer. 


Status of your country I ORGANIZE I A TI ACK PHASE 1 


The following information is displayed by pressing the (i) Bunon. 


•DOMAIN 
• KNIGHTS 


• MONSTERS 
•MANA 
• INCOME 
• MAINTENENCE 


• BALANCE 


• About the maintenance of the monsters 


: Total number of bases in your country 
: Total number of Rune Knights(panies) in your 
country 
: Total number of monsters 
: Total Mana on hand 
: Total Mana income per month 
: Mana needed to maintain all the monsters you 


have per Month. 
: Subtracting i\1aintcnance from Income. 


You need to spend Mana not only when you summon monsters but also to maintain them. The monthly 
cost to maintain the monsters is called "Maintenance Mana". It is possible that when you have too many 
monsters. the Maintenance Mana exceeds the Income Mana and therefore you run out of Mana. So, keep 
in mind that you should summon only the monsters you need. 
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~~S_t_atu_s_S_c_re_en_ r_ID 


STATUS SCREEN - 
THE BASIC SCREEN 
This is the first screen you get when you select the STATUS Command. You can select 
the unit for which you want to get the status information. 


1 Cursor 


Place the cursor on the unit which you w:m1 to sec 
the Slatus or. The., Bunon will confirm and 
dispby 1hc dc1ailcd s1a1us scr\.--cn of 1he unit you 
have scloocd. 


2 Slalus O ullinc Column 


This column displays 1he overall ability of 1hc unit 
Each item is cxpbincd in detail on page !!6. 


3 Mov. 


Same as M.ov pl. on the unit's detailed status 
screen. This shows the maximum mobility on the 
flat surfucc. 


4 Rune 


\Vhcn the unit is a knight. the word MRunc M Is 
dispbycd 3nd this shows 1hc Rune Power or 1he 
knight. When the unit is 3 monster. the word 
MCos( is displayed and 1his shows the Rune ost- 
Rune Power needed to control 1hat monster. 


5 Party 


Each column shows 1he leader( Rune Knight) and 
the monsters in the party. 


6 To1al Rune Cost I Rune Power 


·1 his indicales how much of 1hc Rune Power the 
leader uses to ron1rol all the monsters in the party. 


~ How to use the Commands on Strategy Map (Application III) L 
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~~S_t_atu_s_S_c_re_en_ r_ID 
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n 
Status Screen TI 


1. Status Screen--ln the case of a Rune Knight 


1 Ch:iractcr n:am.:. Level. Class. Country 
2 St:irs 


The criterion for how much C.\:Jx:rkncc the ch:ir.ictcr has in th.11 ccrt:iin bd. 
(Sr:1rs a~ only for th.;- knighls.) 


3 Element Color 


This indic:ncs th.: dcmcnt cclor of the d:iss. 


4 HP 


Thi: unit's H.::ihh Points. \V~n this gocs down to ·o·, 1~ unit will go into 
1he • injul\."({" state and withdr.iw from th.: &inlc M.1r. The unit h:is IO wait 
lor I tum to r~um to the lxmlc. ( \Vhi:!n :i monstcr's HP T\.""3Chcs ·a·. ii 
v:inishes.) 


S MP 


i\1agic Point. If you don't h:ivc enough of this. you can', us.: m:igic. 


6 Runc Powcr 


Powcr 10 control th.:= monst..::rs. ( If th\' unil is a monst.:-r. "Rulli': Cost" is 
dtsrbyoo.) 


7 RuncAT\."":l 
The r:in~ wh.::re Ru~ Power l\.'Xhes. Physicnl pow.;:r, Dd'cns.: power lor 
magic :md Anxk rower will go down OOlsiJc of 1he r:mgc. 


8 5TR 


Physical s1rcng1h This l\...floos the an:ack rowcr. 


9 1NT 


lntdligi?nc-e. This n..-0...~s the power and 1h.: fo:isibility of magic this unit u~ 
or is being used on. 


IO AGI 


Ag:ilily. This ,,.ffocts th.: hi1 r:nio, avoid r:itio :ind defonse of :1 nonn:11 :inxk. 


11 A te p1. 


Auxk Powcr of a nonnal :mack. This is d;:icrmincd by STR. 1hc cquipp,.."tl 
w.::aron. and anack mctho.:I of 1he class. 


12 Dcf.p1 


0.....fcnsc Power for a nonn:il :iuxk. This is d~1crmini.'d by AGL 1~ 
cqui~ rro1~ion item. and dd'ensc rower ol the class. 


13 Mov.pt 


The number such as { 4 - 6 ) mc:ins (Mobility on a Oat surf::1ce - Mobilily 
on the torograrhy this unit is best :11.) 


14 Move Type 
15 E,\P. 


Tot:ilcxJx-rieocc 


16 Nc..'<1Lcvd 


Exren~cc n~.W 10 ~ to thc n.'.!Xt l~d 


17 Action 


Methods ol att:rl for 1his uni1. The hig:hlig:h1~ anack is a crilic:il attxk. 


18 hcm 


lnfonnalion on 1h.: ilcms the unit is cquipp,.."CI wi1h. 


• O n the Battle Map, instead of EXP., the Condition of the unit is displayed. ( Normal or Abnormal ) 
• When there is a change in any of the unit's abilities, the change is indicated by the color change on the words; 
Yellow - Change by equipping the item 
Green - 
Increase by magic ( Battle Map only ) 


Red - 
Decrease by magic ( Battle Map only ) 
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Status Screen III 
~ 


Action List Pressing the O Button when you have the Status Screen on will get you The Action Information Screen as 
shown bdow. (To the right?) An explanation of each item will be displayed by placing the cursor using the 
Oircction:il Buttons. 


I Characler n:ime, Lcvd . Class 
2 To Ground I To Air Effect 


Gr - Ground. Sk - 
Sky or Air 


@eo indic:llc 1he cff~ of :111::icl:.. 


® - ,oo96 af«1 
e --rnec1 
0 - o% Effect ( ::111::icl:. h:is no effect or impossible ) 


&ample: "Gr®.Sk0 " means ,he ::111:ick h::is !0096 effect on ,he Ground 
uni1 anJ 8o% on ::in Air unit. 
3 Expbn:ition or the anx k which is highlighted. 
4 Attack Methods 


Lis1s of normal ::inack. crilic:il ::111::ick and sp..--cial auxk 


5 Name of attack 
6 R., nge of attack 
7 Magic Point consumed 
8 Arca Attack Mark (A) 


When the auack h:is this mark on the right. ii means this magic 
r...--achcs ::1 wide r:mg.:. 


9 ll"""''h cff.:c, Mo,k (ll) 
This m:irk indicu.:s the br...':lth ::iuack which reaches a linc:ir r:ing:e. 


IO Skill 


Spcci:il :ibilily of 1ha1 cbss. 


11 Magic Lisi 


This Is ::1 list ol magic the unil cm use. 


1 2 Name of M:1gic 
1 3 Range or Magic 
1 4 Magic Point consumed 


Pressing 1he O Button when you have the Action Screen will get 
you to the Character Profil Screen. 
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Methods ol att:rl for 1his uni1. The hig:hlig:h1~ anack is a crilic:il attxk. 


18 hcm 


lnfonnalion on 1h.: ilcms the unit is cquipp,.."CI wi1h. 


• O n the Battle Map, instead of EXP., the Condition of the unit is displayed. ( Normal or Abnormal ) 
• When there is a change in any of the unit's abilities, the change is indicated by the color change on the words; 
Yellow - Change by equipping the item 
Green - 
Increase by magic ( Battle Map only ) 


Red - 
Decrease by magic ( Battle Map only ) 
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Status Screen III 
~ 


Action List Pressing the O Button when you have the Status Screen on will get you The Action Information Screen as 
shown bdow. (To the right?) An explanation of each item will be displayed by placing the cursor using the 
Oircction:il Buttons. 


I Characler n:ime, Lcvd . Class 
2 To Ground I To Air Effect 


Gr - Ground. Sk - 
Sky or Air 


@eo indic:llc 1he cff~ of :111::icl:.. 


® - ,oo96 af«1 
e --rnec1 
0 - o% Effect ( ::111::icl:. h:is no effect or impossible ) 


&ample: "Gr®.Sk0 " means ,he ::111:ick h::is !0096 effect on ,he Ground 
uni1 anJ 8o% on ::in Air unit. 
3 Expbn:ition or the anx k which is highlighted. 
4 Attack Methods 


Lis1s of normal ::inack. crilic:il ::111::ick and sp..--cial auxk 


5 Name of attack 
6 R., nge of attack 
7 Magic Point consumed 
8 Arca Attack Mark (A) 


When the auack h:is this mark on the right. ii means this magic 
r...--achcs ::1 wide r:mg.:. 


9 ll"""''h cff.:c, Mo,k (ll) 
This m:irk indicu.:s the br...':lth ::iuack which reaches a linc:ir r:ing:e. 


IO Skill 


Spcci:il :ibilily of 1ha1 cbss. 


11 Magic Lisi 


This Is ::1 list ol magic the unil cm use. 


1 2 Name of M:1gic 
1 3 Range or Magic 
1 4 Magic Point consumed 


Pressing 1he O Button when you have the Action Screen will get 
you to the Character Profil Screen. 
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fl __ F_Io_w_o_n_th_e_B_at_tl_e _M_a_p_ID 


THE PLAYER'S GOAL ON THE BA TILE MAP 
The goal of the player on the Battle Map is to move the units, engage in battle and to 
occupy enemy bases. 


Turn display 


The end of one turn is 
when every unit in all 
of your parties and the 
enemy's parties finish 


moving. 


t. Selecting the party 
You select the party first when both 
attacking and defending. The numbers are 
given 10 the party automatically as the order 
of your selection. Up 10 3 parties at a time 
can go to the baule. 


2. Battle 
Baule proceeds by the player and the enemy 
taking turns. 


Moving each party one unit at a time 


The player and the enemy take turns in moving each 


party one unit at a time. The order of the move is 
determined by the level of the leader of each party P"'"'--~.,.a.."""""""!~--1 
regardless of which country that party belongs 10. 
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3. Victory 
You have won the battle when you have 
made all the Rune Knights of the enemy 
country retreat. 


4. Defeat 
You have lost the baule when all 
the Rune Knights of your country 
were made 10 retreat. 


5. Selecting the base for retreat 
When the defending party selects 10 retreat 
by using the Unit Command, the bases 
which the party can retreat 10 will be 
displayed. Select one. The offensive party 
will retreat 10 the base where ii was before 
the battle. 


• The maximum number of turns on the Ba11le Map 


is 12. If the ba11le is not over after the 121h turn, all 
of the offensive parties will retreat automatically. 


• A Rune Knight will retreat from the Ba11le Map 


when their 11 P reaches "o". Some monsters may be 
Id , behind. 1 he knight will go back 10 the capital of 
the country and will be on the "Injured" status and 
therefore has 10 skip one turn. Monsters will Jie 
when their 11 P reaches "o". 


• The monsters which are left behind will stay still 


and don't make any moves. When the ba11le is over. 
those monsters will become the winner's monsters. 


• If the HP of the lord reaches "o", the lord's party 
will retreat 10 the capital as well. 
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You select the party first when both 
attacking and defending. The numbers are 
given 10 the party automatically as the order 
of your selection. Up 10 3 parties at a time 
can go to the baule. 


2. Battle 
Baule proceeds by the player and the enemy 
taking turns. 


Moving each party one unit at a time 


The player and the enemy take turns in moving each 


party one unit at a time. The order of the move is 
determined by the level of the leader of each party P"'"'--~.,.a.."""""""!~--1 
regardless of which country that party belongs 10. 


28 


, 


J 


l 
J 


n~_A_o_w_o_n_th_e_B_a_t_tle_M_a_p_ID 


3. Victory 
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when their 11 P reaches "o". Some monsters may be 
Id , behind. 1 he knight will go back 10 the capital of 
the country and will be on the "Injured" status and 
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when their 11 P reaches "o". 


• The monsters which are left behind will stay still 


and don't make any moves. When the ba11le is over. 
those monsters will become the winner's monsters. 


• If the HP of the lord reaches "o", the lord's party 
will retreat 10 the capital as well. 


Battle Map Screen and Battle Screen 
II 
_____ 
,y 


Battle Map Screen 


1 Cursor 
2 ACT mark 


This indicates 1hc unit being manipulated. 


Battle Screen 


1 Offensive Unit 
2 Defending Unit 
3 Battle Description 
4 Name of Unit 


3 END mark 


This indica1cs the unit which has finished its move for the !urn. 


4 Casilc 


If 1hc unit is on the C3Stlc, its HP n..."COvers by 100 per turn. 


S Movc Range 


The r:rnge of :i unit's move is displayed in Hexes. 


6 Parly ID m.1rk 


The color indicates the country ( Same as the color of 1hc Oag 
on 1hc S1r~11cgy Map) The number indicates 1hc pany. 


7 Rune Arca 
The area indie1100 by flashing blue Hexes is the Rune AT\.':l. 
When the Monsters arc out of this range. their abilities are 


J\."'<luCT<!. 


8 lnformntion \ Vindow 


This window shows 1he information of the unit on which the 
cursor is pbccd and the fQiX)Sr.tphy of that ar..."3. 
)Contents of the window I 
Name. Level Element, Class. Current Topography. 
urrcnt Hc:ihh Poinl I M:iximum Hc:ihh Point 
urrcnt M.1gic Point I M.1ximum J\i\.1gic Point 


Hit R:uio I Avoid R:itio 


5 Offensive Unit's HP 
6 Defending Unit's HP 
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r. Display the Command 
r -----::3~;:.;;;J Place the cursor on a 


unit which hasn't ended 
its move for the turn and 
press the O Button to 
display the "Unit 
Commands". You can 


'-----------' display the "System 


Commands" anywhere 
by pressing Select 
Button. 


2. Check the information 


Before you make any 
moves. check the 
information on the 


~~!!!iii!!!!!i~~f.!jig!] enemy's units. The 


"Information Window" 
will give you 
information on each 
unit. You should check 
out units you encounter 
for the first time. 


3. Executing the Command 
4. Battle Scene 


Select among MOVE. 
A TI ACK. MAGIC. 
SPECIAL. RETREAT. 
or WAIT then Execute. 


When you select any of 
theATIACK. 
MAGIC. or SPE IAL 


;;Jf.t!!if!illllP 'l},ll~ I Commands, the game 
will go into the 3D 


.ifiiiiiiliiiiii~ battle scene. 


Battle Map Screen and Battle Screen 
II 
_____ 
,y 
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r. Display the Command 
r -----::3~;:.;;;J Place the cursor on a 


unit which hasn't ended 
its move for the turn and 
press the O Button to 
display the "Unit 
Commands". You can 


'-----------' display the "System 


Commands" anywhere 
by pressing Select 
Button. 


2. Check the information 


Before you make any 
moves. check the 
information on the 


~~!!!iii!!!!!i~~f.!jig!] enemy's units. The 


"Information Window" 
will give you 
information on each 
unit. You should check 
out units you encounter 
for the first time. 


3. Executing the Command 
4. Battle Scene 


Select among MOVE. 
A TI ACK. MAGIC. 
SPECIAL. RETREAT. 
or WAIT then Execute. 


When you select any of 
theATIACK. 
MAGIC. or SPE IAL 


;;Jf.t!!if!illllP 'l},ll~ I Commands, the game 
will go into the 3D 


.ifiiiiiiliiiiii~ battle scene. 


How to use the Commands on the Battle Map (Basics I) 
II 
----------t!L 


The following is the explanation of the Commands used in the Battle Map. 


!UNIT COMMAND I 


r------.""1.1!::.., When you select the MOVE ommand, the range of the movement 
will be displayed by Hexes. Select the Hex where you want to move 
the unit and confirm it. When there is any Command that can be used 
after you move the unit, it will be displayed. 


lf there are enemy units within attack range, you can select the Attack 


-,,,::;-:-.,....., Command. After selecting the type of attack, the enemy units which 
you can attack will be indicated with Hexes. Select one by placing the 
cursor and confirm. 


I About the damage J 
The damage done by the attack can be estimated by looking at the 
"Attack Power" of the offensive unit and the "Defense Power" of the 
.._ __________ _. defending unit. 


~ . ...________----------1~f 
L,_ How to use the Commands on the Battle Map (Basics 11) 
[ 


When there is an enemy unit within the range of a special attack, you 
can select the "SPECIAL" Command. Select the unit which you want 
to attack by placing the cursor on a target and confirm it. 1f you want 
to use a Breath Attack. select the direction of the attack with the 
Direction Buttons and confirm it. Special Attack of most of the units 
can't be used after you move the unit for that turn. Special Attacks use 
some Magic Points. 
* Monsters of the )inn Family can use a Breath Attack even after you 
L------------1 have moved them. 


WAIT 


When there is an enemy unit within the range of Magic, you can 
select "Magic" Command. Select the magic you want to use, the 
enemy unit which you can use the magic on will be indicated with 
Hexes. Select the unit which you want to use magic on and with the 
cursor and confirm it. Magic can't be used after you move the unit for 
that turn. Magic uses Magic Points. 


When you don't want the unit to take any action for that turn, Select the "WAIT' Command . 
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How to use the Commands on the Battle Map (Basics I) 
II 
----------t!L 


The following is the explanation of the Commands used in the Battle Map. 


!UNIT COMMAND I 


r------.""1.1!::.., When you select the MOVE ommand, the range of the movement 
will be displayed by Hexes. Select the Hex where you want to move 
the unit and confirm it. When there is any Command that can be used 
after you move the unit, it will be displayed. 


lf there are enemy units within attack range, you can select the Attack 


-,,,::;-:-.,....., Command. After selecting the type of attack, the enemy units which 
you can attack will be indicated with Hexes. Select one by placing the 
cursor and confirm. 


I About the damage J 
The damage done by the attack can be estimated by looking at the 
"Attack Power" of the offensive unit and the "Defense Power" of the 
.._ __________ _. defending unit. 


~ . ...________----------1~f 
L,_ How to use the Commands on the Battle Map (Basics 11) 
[ 


When there is an enemy unit within the range of a special attack, you 
can select the "SPECIAL" Command. Select the unit which you want 
to attack by placing the cursor on a target and confirm it. 1f you want 
to use a Breath Attack. select the direction of the attack with the 
Direction Buttons and confirm it. Special Attack of most of the units 
can't be used after you move the unit for that turn. Special Attacks use 
some Magic Points. 
* Monsters of the )inn Family can use a Breath Attack even after you 
L------------1 have moved them. 


WAIT 


When there is an enemy unit within the range of Magic, you can 
select "Magic" Command. Select the magic you want to use, the 
enemy unit which you can use the magic on will be indicated with 
Hexes. Select the unit which you want to use magic on and with the 
cursor and confirm it. Magic can't be used after you move the unit for 
that turn. Magic uses Magic Points. 


When you don't want the unit to take any action for that turn, Select the "WAIT' Command . 
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How to use the Commands on the Battle Map (Basics III) 
.II 
>---------!!_ 


!SYSTEM COMMAND I 


END 
You can end the move of a certain party by selecting the END Command even if there are units in that 
party which haven't made a move for that turn. 
I UNIT STATUS I 


You can get the Status Window for the individual unit by placing the cursor on the unit and pressing the 
@) Button. (Detailed explanation on Page 26) 


COMMAND APPLICATION - You can play the game a lot more smoothly if you learn to use this command. 


This Command can only be used by the Rune Knights. When you 
select the "RETREAT" Command, the party will retreat from the 
Battle Map. When the defending party chooses to retreat, the list of 
the bases where the party can retreat to will be displayed. Select one. 
• When there is no ba e to retreat to, the message "Forced 
Separation" will appear. The knight may go onto the "Injured" status. 


J >-H_o_w_ to_u_s_e_th_e_C_o_m_m_a_nd_s_o_n_t_he_B_a_tt_le_M_ap_(_A_p_pl_ic_at_io_n---1 
) I I 


!SYSTEM COMMAND I 


AUTO 
When you select this command. the player's party fights with the enemy 
Automatically. 
SAYE 
You can save the on-going game during the battle on the Battle Map. 
CONDITION 
You can confirm the condition of the battle such as the Turn. 
PTION 


You can alternate the playing environment (Detailed explanation on page 24) .__ _________ ___. 
n To-Ground Attack I To-Air Attack 


Generally. Ground units' attack power toward the air units is not as effective. This is due to the fact that each attack 
have different characteristics as to how effective it is when used on Ground or Air unit. These characteristics can 
be checked on the "ACTION LIST" in the "STATUS" Command. (Ci)eO indicate these characteristics. For 
example, Gr@Sk9 means the attack is 1oo% effective against Ground Units and 8o% effective against Air Units. 
O means 0% effective or attack has no effect. ) 


Example: Let's look at Wyvern and Gryphon which are both Air Units but arc in contrast. 


• Wyvern ( Gr@Sk9 ) 


Its attack is So% effective on Ground Units and 1oo% effective on Air Units. Therefore. this monster is better fit 
to attack other Air Units. 


, 
• Gryphon ( Gr@Sk9 ) 
Its attack is So% effective on Ground Units and 8o% effective on Air Units. Therefore. unlike a Wyvcrn. this 
monster is better fit to attack Ground Units. 
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How to use the Commands on the Battle Map (Basics III) 
.II 
>---------!!_ 


!SYSTEM COMMAND I 


END 
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!SYSTEM COMMAND I 


AUTO 
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Automatically. 
SAYE 
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Its attack is So% effective on Ground Units and 1oo% effective on Air Units. Therefore. this monster is better fit 
to attack other Air Units. 
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monster is better fit to attack Ground Units. 
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fi_Ele_me_nt_(C_olo_r) _ID 


All the classes have their own Element Color. There are 6 types of colors including the non-color type. 
If the unit receives an attack of a different element color, the damage done will be large. On the other 
hand, if the attack is of the same element color. the damage will be less. There are three levels in each 
element color and they are shown as colored balls on the Status Screen. 


Example 
attacks : 
( Opposing elements ) ........... .. . . .. . . Damage + 20% 
attacks 
( Opposing elements ) ... ..... .... .. .. Damage + 30% 


receives attack from 
· ( Supporting clements) ......... Damage -20% 


receives attack from 
( Supporting elements ) ..... . Damage -30% 


WHITE 
symbolizes 
sacred power 
® ••• • 


( Opposing J 
• 
··· 
· 
The element color of the class is displayed on the Status Screen and the 
number of color balls indicates the level. 
• Every anack method including magic has an clement color. It is a good 


strategy to select the attack of the element which opposes the clement 
color of the enemy unit you are going 10 attack. 


• The Element Color is a characteristic of the class and therefore it will 


change as the class of a unit changes. 


• Certain items change the element color of the unit (or class) when 


equipped. 


fi_A_b_n_or_m_al_S_ta_tu_s -ID 


There are times when the units go into Abnormal Status. The list below are types of abnormal status 
and their description. 


Abnormal Status Chart 


The unit is immobile and can't attack. Dcf.::nse Power b~omcs 150. This status can 
only be cured by CURE. I l'ar.ilyze L I Mesmerize I. [ Poison I [Silent J. I Protec I 
[\Veakncss I have no effect on the Petrified units. I Petrify I cancels these status. 


The unit is immobile and can't make any attack move for a certain period. CURE 
heals this status. 


l his makes a unit attack another unit in its own rarty. CURE heals this status. 


The unit in this status is not ab!.:: to us.:: th~ magic for :i certain period. CURE heals 
this status. 


Decreases the unit's HP by t/8 for c-Jch turn. CURE hcnls this status. 


• \Vhen the unit goes out of the Battle Map. the status returns to normal. 
• Decrease of I IP by '"PO ISON" is up to I !Pt. 
• EXP Point will not change in case a Mesmerized unit attacks another unit of the same party or a unit is attacked by 
another unit which is Mesmerized. 
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Topographic Effect 
The Hit Ratio and the Avoid Ratio of Normal Attacks are influenced by 
the topography of the position where the unit is, when the unit is in the 
battle. Basically, Avoid Ratio is higher in the forest and mountain than 
the road and plain. The Hit Ratio of Water type and Shallow Water 
Type units goes up when they are in the sea, river or lake. The Hit 
Ratio of Forest Type units goes up when they go into a forest. Sky type 
units are not influenced by the topography. 


* As shown in the picture to the right, the topography is displayed on 
the right side of the information window, where the cursor is placed. If 
there is a unit in the HEX where the cursor is placed, the information 
window will show the current Hit Ratio and Avoid Ratio of that unit 
as well. When you are selecting a unit to move with the Move 
Command, the current Hit Ratio and Avoid Ratio of the unit being 
selected are displayed. 


zoc 
There is a ZOC system in this game. ZOC refers to the range of six HEXes which surround the HEX 
where the unit is. The unit must stop in the HEX in the ZOC of an enemy unit. However, a unit can move 
at least one HEX even if it is Surrounded by the ZOC of an enemy unit. 


fl_c_har_act_ers_I -ID 


Halley ( Travding Knight) 
A fcmak knight wuh a bc:,utilul 


foe.::. Sh.:: 1s 1."lftcn c.,ll~d th..:- 
. Sh00tmA Star Halky .. for hor 
hoauuful yet f,orco way 0f f,ghung 
She 1ra\'ds around the C\."lnllncnt as 
1f sh.: 1s going .1ft.::r S<. .... methm:i: 


Gcrcint ( Now , \lmdd., ) 
He has fought m over 1(X"1 hattks 
:mJ 1s fam0us tor his cx~ncncc. r\ 


l11tlc- unmannc, ly. h,s loyalty h."' 
Pnncl7' Lancc 1s st~Jtast. I !is Jury 


1s 10 pt'\'tcct the prince and 11.., 


re111s1a1c r\lmck1:1 


J\ \dcnspunl ( N"'' Almd,i.1 ) 
1 ho so;, of OIJ Kmg (\,al anJ tho 
successor t\.."I the P.1dstow Kmgd ... ,m. 
11~ 1s very arrt'gant nnJ 1s ng.nnst 
the Pnncc Lmcc's k.1dm~ the 


CC'Ullll)' 
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1 _1_o_p_og_ra_p_hi_c_E_ffe_ct_a_n_d _zo_ c---tti 


Topographic Effect 
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the road and plain. The Hit Ratio of Water type and Shallow Water 
Type units goes up when they are in the sea, river or lake. The Hit 
Ratio of Forest Type units goes up when they go into a forest. Sky type 
units are not influenced by the topography. 
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zoc 
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at least one HEX even if it is Surrounded by the ZOC of an enemy unit. 


fl_c_har_act_ers_I -ID 


Halley ( Travding Knight) 
A fcmak knight wuh a bc:,utilul 


foe.::. Sh.:: 1s 1."lftcn c.,ll~d th..:- 
. Sh00tmA Star Halky .. for hor 
hoauuful yet f,orco way 0f f,ghung 
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fi,__c_ha_rac_ter_s 1_1 -ID 


DinaJ.m ( l'aerk'<'n) 
He hc:irs 1he 111le ol Km~h1 ,\ laster 
.md 1s s.11J to "c th.:- strongest kmqht 
"" the C\,ntmcnt. r-... ,r his rcbx.:J 
pcrs1.,nal11y. he wasn't C\'mk.,11.1hl..:- 
h\ mg m the r.1bcc unul Cai tcx."'lk 
1.,vcr the throne. 


Kik,rh ( LeC'ni., ) 
r\ lrtcnJ 1.,'lf Qu~n l yon..:"S:::.(' \."'If 
lu"'lm:l sm.:c his ch1IJh\x..J Hc 
l-i..."Camc :1 kmd11 k' r1\.,1.x1 her. 
R0u~h .mJ rude hut h..:- has J \'cry 
kmJ al heart .md k k,vcs t yon,:ssc 
very much. 


,\ \crri..,1 { C .1crk~(.'n ) 
Th.:- )'C'Un~cr s1s1cr i..'I Km'i': C:11 ,.,.,( 
Ca.:rll'.\.,11. ,\ 11..,mh_,y wh .. , run.:: 
an.,unJ th.: Casile and bn~hl.:-ns the 
arm\.'lsrkrc. Sh..:- nags on hl'r 
bn."'\1hcr a lot but she k,v,:,s l11m very 
much. 


n..-_C_h_ar_ac_te_rs_II_I -ID 


, \ sn111 ( I """'·' ) 
Often called "Perl.xi ,\Ian· and nN 
very n('x1hl..:-, and 1hcrck,n:! r~'rlc 
kccr him at r\ rcs('"Ctlul J1st.mcc. 
~towcvcr. Queen Lyoncssc rl,1ccs 
trust m him and :1sks. h,m for his 
aJv1cc. 


4l 


Gmn~lain ( Norgard ) 
He ~rcw ur wuh Kmg \'aynarJ l,kc 
ht\"'thcrs, he 1s a !,1cxxi fn~nd and .1 
str:.1t~1st f.."'r \'aynarJ Calm .mJ 
pruJcnt. .mJ he 1s call~ th~ 'Sdv~r 
Km~ht". 
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,\ \ille1 • ,\\ir.1 ( lsc.,rcs [mpirc ) 
lwm sisters 1\\1..i 1<; thc 1.."IJcr sist-?r anJ i\\1llc1 1s the 
youn~cr ~me i\ \,ra ,s ~,_,...J at usm~ The Sf'":.H-S .mJ 
A \111.:t is ~,_x,J at ma~ic. Their attack m harm,,ny 1s 
f'.'wcrful anJ they :1rc very rcsp,..""CtN ~y the r-..'-"rlc. 
1 hey :1rc call~ 1hc' lwm St;1rs of Lo~ress ... 


Class 
n __ 
u_n_it_6_C_Ia_ss_c_ha_n_ge_I __ ID 


There are differenl classes for 1hc unils in 1his game. There are big differences in 1he anack me1hod. magic, special a11:1ck, 
weapon 10 be equipped, for each class. There also is a difference in the way how the parameter goes up al the lime of 
level up. Class change to a higher and stronger class is possible for every 101h level in each class. The maximum level up 


in each class is 30. 


Class Relations ( Series ) 
Basically, a uni! changes the class according to 1he Class Series shown below. 
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~i----U_ni_t _6_C_l_as_s_ch_a_ng_e_II __ m 


Classes for a Rune Knight 
.GIJ 


Classes for Monster 


"GRYPHON " 01 .. a..1 
This Ground uni! has the 
hc3d of an eagle and ,he body 
da lion. 


"ENCHANTRESS" 1"""a..1 
Magician of cold air magic 
Bad at hand 10 hand combat. 


"MERMAN"c"""a..l 
h docs best on waler :md 


doesn't cost much 10 summon. 


44 


"CIAYGOLEM" c"""a..1 
Not vcry mobik but pow~ul. 
Abnonnal s1:nus h.,s no clfoa. 


"HYDRA" <••"'lml 
\Valer Dragon wilh five 
h<ads. Blows I« B"-ath. 


"IANCER"1u,,,..a..1 
A distance allack with a 


SJ)l;:3r is possible.. 


"G-SCORPION" cs..a..1 
Tlk."Y can somctim.:::s ~Poison~ 
enemy units. 


n 
__ u_n_i_t 6_ C_la_s_s _ch_an_g_e_II_I -E 


LASS CHANGE TO THE DIFFERENT SERIES 
class change 10 a different series is possible for Rune Knights. While a class change within the same 


series is possible for every 101h level-up, a class change 10 another series is possible as long as the unit 
satisfies the requirements of the class you want ii 10 change 10. However, the unit can only change to the 
"Basic Class" of that Series. 


CLASS EXPERT AND SKILL 
There are some classes for the Rune Knight which have skills or special abilities such as "Magic" of a 


I age or ''Hit 6 Away" of Ninja. When a unit reaches the 5th level of experience in a certain class and 
becomes the Class Expert, ii maintains the skill even after changing the class series. You can see how 
much experience a certain unit has in a certain class by the number of stars in the Status Screen. H the 
unit has already become a master in that class. the screen displays "EXPERT'. The unit must be a master 


change to an Upper Class. 


The following is a list of some of the skills. 
• Magic( Mage, Priest, etc. ) 
• I IP AUTO RECOVERY ( Berserker, etc) 
• Iii! 6 Away (Ninja) 
• Rate of Critical occurrence ( Grappler ) 
• When changing the class within the same class series, you can't 
change the unit 10 the class of a differenc discipline once you select a 
particular course. 


ample: A unit which has changed its class from FIGHTER to KNIGHT can't change 10 BERSERKER 


or a BLACK KNIGI IT which are in the same series but on a different course. 
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fi_M_ag_ic C_har_t -E 


Every magic has ils demenl indica1ed in a certain color. Use 1he magic wi1h 1he elemenl opposing 1he elemenl 
of 1he uni! you are figh1ing wilh 10 gel a beller hand. i\;\agic is considered as skill and 1hereforc. once 1he uni! 
becomes a MASTER, ii can use 1he same magic even afier changing 10 a class of a differen1 series. 


u 


flf.AL 
( MP 6> I RANGE JI ALLY UNIT , ) 
Rttovcrs the HP of :t fri...--ndly unit in the s.imc rar1y. 
- 
() AREA HEAL 
( MP 1-47/ ARFAt / ALLAUYUNllS IN ARFA) 
Rl'COwrs 1he HP of friendly unil~ in 1hcsmnc r:irty in 1he range. 


~ 


CURE 
( Ml' J< / RANGE• I ALLY UNIT , ) 
Heals ahnornul st:itus with sxrcd light. 


l,.l...l 
HALO 
!--< 


(MP 88 / RANGE• I ALLY UNIT , ) 
- 
:r: DIVI E RAY 
(Ml' u, / RANGE o / ENEMY UNIT, ) 
It will kill :i Zombie unil withoul fail 


~ HOLY WORD 
(MP 183 I AREA +/ AU ~EAW UNlT IN ARf.A) 
Alln th.= surroimdiag '1'ffl~ widi a i-to,y \\W Kills :i Zonik unil wilho.c fal 


Anad! with ra,50nOUS foam. This will sometimes "POISON" the enemy. 


Causes mctoors lo foll wi1hin a SCI range. 


Att:iclt with an evil s['iril from another workl. 


Distort the 5f'3CC and tr.insrort the enemy units lo 1hc r.:indom loc:idons. 


Rcvhu the dc:td unit IO be :i Zombi.-:. The unit becotts Your unit during th3t b:ittk. 


tnJ ACCEL 
r 


PROTEC 


PARALVZE 
Ilia 


~ 


SOLID 


' 
REACT 
Sil.ENT 


~-M_ag_ic C_har_t -E 


( Mr 6.1 RANGE 31 ENEMY , ) 
Throws , firroall " cn..'lllics. 


i Mr "', RANGf l All. b~EMIF\ IN ~.\NGf ' 
Summons , firestonn ,nd burns enemies. 


(Ml'91 / RANGE3 / ENEMY,) 
Calb , thund..-rix>lt from the sky to attack the cocmy. 


iMP "i 
'G[; AREA, ALL [NLIUEI IN AREA \ 
Summons unlimite<I 1hund..-rix>lts ,nd ,11:teks surrounding Ctk.'lllics. 


( MP 15, I RANGE I ALLY UNIT ,) 
Tlisc:ills for, th.."nllal explosion. 


( MP 62 I RANGE 4 / ALLY UNIT,) 
lncrca&: olfonsiv~ power during b.111k:. 


( MP68 /RANGE3/ FNEMY 1) 


MP 1:is RANGL , I FNEMY , l 
u~ 3 gi:1n1 kro...."f'g 10 full on 3fi cocmy unit. 


'[3 ALLY UNIT,\ 
Allows units 10 Root wi1h the rcwcr d air spirit Elfoctivc for S...."'\l\.""f':ll tums. 


( H 
I RANGE, ALLY UNIT tl 


( MP no/ RANGE ,/ENEMY, 1 


( Mr 59 / RANGL3/ ALLY UNIT t) 
Increases the movement of a uni1 by lowering 1hc gravi1y. Gooo only once. 


( MP 61 I RANGE 4 / ALLY UNIT ) 
In= 
D.f<ns, Powcr by usins the srint c, Land. Elfoaive for ._..,,<r.tl tums. 


( MP 77 RANGE 4 / [N[MY UNIT , ) 
l'.tnlyz.,s '"'"'"'yw,th the~!l'S from u.l.'f!l\lllnd. EJl«tiwfor;..,..,,J turns. 


(MPS;/ RANG[} / [NEMY ,) 
Petrifies the enemy. This on OC cut\:'d only with magic. 


( MP 12<1 RANGE,. ALLY UNIT 1) 
Erook:s a unit 10 do anod'k •. "r 3CI In the S3nte 1um. You en 't use il oo yoursd[ 


( Mr lO . RANGF; ENEMY , ) 
Ko.-,,s cn...~ks from casting spclls. Effective k:lr 5'.."V\.---r:ll tums. 
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fi __ 
It_em_C_ha_rt -~ 


This is the list of the main items in the game. There are many more, so look for them 
yourself. You can obtain items by going through a Quest. 


rr L\ \S roR CONSU,\ \PTION 


POWER POTION 
Raises STR by severJI points. 


LIFE POTION 
Raises HP by several points. 


MANA POTION 
Raises Rune Power by several points. 


FRUIT OF VICE 
hem used for Class Change. If you use this on Seraph .... 


WISOOMSEEO 
Item used for Class Change. If you use this on Gigas ..... 


FLA,\\l EnGE 
On< h,n,i,J '"'"" A m3!!iC swonl Iii wi1h 1h< fin: of, Fire Dr,go,,. Wh..'11 cquipr..'1. 1ha <kmcn1 of auack b..wm<S RED. 


KOKORO 
SWORD 
Th.: hi~~ sword cl ils class. saiJ h:iw 1''\;n us..'1 hy t~ W3lllkring swordsman. \Vh,.;n ~uif'(\...J. Rull\'.' l\w.\'f is b\\\'f\..J. 


c.onmss srr:.AR 
SPEAR 
It is said 1ha1 only a virgin can Ix: ,),juip('..'1 with this sN3r. Tk .:::k:mi:nl of au:ick b...wm.:s WHITE. 


HEAVEN BOW 
80\V 
TOC l~"fld says that a rainbow in the hc:ivi:ns b..."'Cam.::: this OOw. Tu ckmi:nl of ::in:ick h..wm.:s WHITE. 


BLL'E STAFf 
5[AFF 
lrus "'""""' !"IT -,,h , •• RED SlAff. M"l< IS~"'" wilhin 1h,s 51,lf_ h nll<s lll"li< \\lWcr ,nJ,., (l,,.'111,-l >11,cl "'"""' BU!L 


LOVE WHIP 


EVIL ARMOR 


ICE SHIFID 
SHIELD 
A shidJ crxlowcd w11h magic. ~ns 1k ix,wcr of cold br\.-:ith. 


STAR ROBE 
ROBE 
A dre:ss for Janc.:::rs woven with picr.:s of stars. \Vh.::n i'qUiP(.'....J with this. you can gain 3gility. 


AQUA SHOES 
SHOES 
One cl Nin~1's lools. M,d,:-: wilh ~ 
cnJowOO wilh m3gic. ~ 
sho...-s allow you 10 ~lk on w:itcr. 


APOSTLE"S HORN 
ACCESSORY 
h is said that in ancicnt times. this horn was usolJ hy 1hi': apos1k:s to givi': orJcrs 10 10C'ir mons1crs. 
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~>--G_ am_e_H_i_n_ts_(S_t_ra_te_gy_M_ ap_)----1:l, 


Balance is important when organizing parties. 
Collecting only the units with high attack power doesn't always give you the strongest parties. 
The units which can heal. the units which can use magic, and the units which can attack distant 
enemies are all very useful units. Especially, Pixie's and Unicorn's can use the magic that will 
come in very handy and their Summon Mana and Rune Cost are rather low. It is suggested 
that you keep at least one of those units in each offensive and defensive party. 


Don't forget about the Defending parties. 
Computer controlled enemies will invade bases that are not well protected. When the base of 
your country borders with an enemy country, you should place defending parties which are 
well organized. 
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LIFE POTION 
Raises HP by several points. 


MANA POTION 
Raises Rune Power by several points. 


FRUIT OF VICE 
hem used for Class Change. If you use this on Seraph .... 


WISOOMSEEO 
Item used for Class Change. If you use this on Gigas ..... 


FLA,\\l EnGE 
On< h,n,i,J '"'"" A m3!!iC swonl Iii wi1h 1h< fin: of, Fire Dr,go,,. Wh..'11 cquipr..'1. 1ha <kmcn1 of auack b..wm<S RED. 


KOKORO 
SWORD 
Th.: hi~~ sword cl ils class. saiJ h:iw 1''\;n us..'1 hy t~ W3lllkring swordsman. \Vh,.;n ~uif'(\...J. Rull\'.' l\w.\'f is b\\\'f\..J. 


c.onmss srr:.AR 
SPEAR 
It is said 1ha1 only a virgin can Ix: ,),juip('..'1 with this sN3r. Tk .:::k:mi:nl of au:ick b...wm.:s WHITE. 


HEAVEN BOW 
80\V 
TOC l~"fld says that a rainbow in the hc:ivi:ns b..."'Cam.::: this OOw. Tu ckmi:nl of ::in:ick h..wm.:s WHITE. 


BLL'E STAFf 
5[AFF 
lrus "'""""' !"IT -,,h , •• RED SlAff. M"l< IS~"'" wilhin 1h,s 51,lf_ h nll<s lll"li< \\lWcr ,nJ,., (l,,.'111,-l >11,cl "'"""' BU!L 


LOVE WHIP 


EVIL ARMOR 


ICE SHIFID 
SHIELD 
A shidJ crxlowcd w11h magic. ~ns 1k ix,wcr of cold br\.-:ith. 


STAR ROBE 
ROBE 
A dre:ss for Janc.:::rs woven with picr.:s of stars. \Vh.::n i'qUiP(.'....J with this. you can gain 3gility. 


AQUA SHOES 
SHOES 
One cl Nin~1's lools. M,d,:-: wilh ~ 
cnJowOO wilh m3gic. ~ 
sho...-s allow you 10 ~lk on w:itcr. 


APOSTLE"S HORN 
ACCESSORY 
h is said that in ancicnt times. this horn was usolJ hy 1hi': apos1k:s to givi': orJcrs 10 10C'ir mons1crs. 
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Balance is important when organizing parties. 
Collecting only the units with high attack power doesn't always give you the strongest parties. 
The units which can heal. the units which can use magic, and the units which can attack distant 
enemies are all very useful units. Especially, Pixie's and Unicorn's can use the magic that will 
come in very handy and their Summon Mana and Rune Cost are rather low. It is suggested 
that you keep at least one of those units in each offensive and defensive party. 


Don't forget about the Defending parties. 
Computer controlled enemies will invade bases that are not well protected. When the base of 
your country borders with an enemy country, you should place defending parties which are 
well organized. 
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Concentrate the attack on the Rune Knights 
When y<:iu defeat a Rune Knight, the entire party will retreat and therefore it is more effective 
to concentrate the attack on the Rune Knights than to defeat the monsters one by one. There is 
also a possibility of getting the enemy monsters which are left behind as your units. 


Don't be afraid to make sacrifices 
It is very difficult to win the battle without losing any of your units. Sometimes, it is 
necessary to sacrifice monsters from your parties. 


GAME HINTS! 
1-900-CALL-AilUS 24 hours a days 7 days a week 
it's only fo.95 per minute ($1.25 for live assistance) to listen to helpful 
hints that can help you master Brigandine! You must be 18 years or 
older, or have parent's permission to call. Touch-tone only. Prices 
subject to change without notice. 
If you are unable to dail the 900 number, please call our toll line at 
949-788- 0353 for hints. 1:00PM-5:30PM, Mondays, Wednesdays, 
and Fridays Pacific Standard Time. 
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I BASE COMMANDS I 
STATUS ....................................................... 19 
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EXECUTE ................................................... 21 
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DOMAIN ................................................... 23 
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OPTION ..................................................... 24 


« COUNTRY INFORMATION » 
COUNTRY INFORMATION ............... 24 
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MOVE ......................................................... 32 
ATIACK ..................................................... 32 
MAGIC ....................................................... 33 
SPECIAL ..................................................... 33 
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I SYSTEM COMMANDS l 
END ............................................................ 34 
AUT0 .......................................................... 35 
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[ INFORMATION WINDOW I 
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Rune Knight 
Monster Class Change Chart 


Fighter 


Barbarian 


J Cavalier 
® I 
., J Paladin 
®® I 
~======: 
I Samurai 
I 
., J Shogun 
I 


:===== ==:::::: 
J~B_er_se_r_ke_r ___ 
~__,, 
., !Avenger 
~~ I 


Mage 


I Sorcerer 
--.. 
-!wizard 
OG~ I 
~ ======: 
~I D_ru_i_d ____ _;-- 
.. - INecromancer ~~o I 


Priest 


J Bishop 
®® -I _.,_I Cardinal 
®®~ I 


~ =======: 
l~M_o_n_k ____ ® 
_w__,I 
., J Guardian 
®® I 


G-Scorpion 


I~ R_an_g_e_r ___ ___,~....,.,~1 Grappler 
--.. -1 
Champion 


j~L=an=c=er==== ~ 
- 
.. - :=~=al~kycr=ie= ==®=~=:=: 
Jscout 
. 
~ 
~ ------ 
!Archer 
__ .,_ Artemis 
GG 
~--------' 


Enchantress 


I sorceress 
~ 
; ~_..Jwitch 
~~~ 
1 
~======: 
:========: 
!Mystic 
® : I 
... I sage 
®O~ I 
~---- 
----' 
~-----~ 


®® 1--.. -1 
Saint 
®®®I 


